


For: | 
ATARI 400/800°: 32K Disk, 16K Cassette. 
Joystick Required. 


INTRODUCTION: 


FLYING ACE is acomputer game in which you 
play the part of a World War | bi-plane pilot. Your 
mission is to attack and destroy the enemy trucks 
Carrying ammunition to the front. You will be 
awarded points for each enemy truck, staff car and 
airplane you destroy. The object of the game is to 
obtain the highest possible score. 


You will be given four bi-planes (three are held 
in reserve) at the start of the game. The game will 
end when all of your planes have been destroyed. 


Each enemy truck is worth 50 points, each 
enemy plane counts 25 points. Occasionally, you 
will fly over a staff car carrying enemy officers. You 
will receive 400 points for each staff car you 
destroy. If your score goes over 10,000 you will be 
awarded an extra backup plane. Although you 
receive points for shooting down enemy planes 
protecting the convoy, the trucks are your primary 
target. If you complete a mission (see below) 
without having destroyed at least 8 trucks you will 
be penalized by having one of your reserve planes 
taken away. 


SETTING UP AND STARTING THE GAME: 


After the program has been loaded you will see 
the opening screen graphic. When this screen is 
displayed you have the option of changing the dif- 
ficulty level of the game and selecting a ONE or 
TWO player game. 


To change the level of difficulty use the yellow 
OPTION key on the right of the Atari keyboard. 
Press this key until the desired level of difficulty 
appears on the screen. There are three levels of dif- 
ficulty, with Level 3 being the most difficult. 


To change from a one-to a two-player game, or 
vice versa, press the yellow SELECT key. In the 
two-player game the players will alternate mis- 
sions. The score, number of planes remaining and 
total hits on the plane are displayed on the bottom 
left of the screen for the first player and on the 
bottom right for the second player. The first player 
will plug his joystick into port #1, the second player 
plugs his stick into port #2. 

Once you are satisfied with the game setup 
press the yellow START key to begin the game. 


GAME PLAY: 


After pressing the yellow START key your plane 
will be displayed sitting on a runway. To takeoff, 
pull back on the joystick until the plane is airborne 
(position the “fire” button in the upper left). If your 
plane is not airborne by the time it gets to the end 
of the runway it will crash. 


Your plane is controlled with the joystick in 
much the same way a real bi-plane is controlled. 
Pulling the stick back will cause the plane’s nose 
to rise and the plane will climb. Continue to pull 
back on the joystick and the plane will loop 
backwards (clockwise). Pushing the stick forward 
will cause the nose of the plane to drop and the 
plane will dive. Keep the joystick pressed forward 
and your plane will loop forward (counterclock- 
wise). Keep in mind that up and down is in relation 
to the aircraft’s top and bottom, not the ground. If 
you are flying upsidedown and pull the joystick 
back the nose of the plane will move towards the 
ground. 


The speed of the plane is controlled by the 
computer and cannot be changed. Both your plane 
and the enemy plane move at about the same 
speed. 


CONTROLLING THE PLANE: 
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Joystick Back Joystick Forward 


To destroy an enemy truck, car or plane shoot 
at it with the machinegun mounted on the front of 
your plane, over the engine. Do this by aiming the 
nose of your bi-plane at the target and pressing the 
red “fire” button on the joystick control. NOTE: a 
single hit by your machinegun is usually not 
enough to destroy the target, you must shoot at it 
until it explodes or, if the target is an enemy plane, 
it goes into a tailspin and crashes into the ground 
below. 


The game is broken into missions. A mission 
consists of your take-off from the aerodrome run- 
way, flying over the convoy and then landing your 
plane again. To land, you must descend without 
letting the plane’s nose drop too sharply so that the 
plane’s wheels hit the runway first with enough 
runway remaining to coast to a stop. If you run out 
of runway the plane will careen off the end and 
crash. After successfully landing, your plane is 
refueled, the machinegun is reloaded and all hits 
are repaired. You can then take off again. If you fly 
past the airfield your plane will run out of fuel and 
crash. Remember: if you failed to destroy at least 
eight trucks during the last mission one reserve bi- 
plane will be taken from you. 
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LANDING THE PLANE: 


Each convoy will be protected by a squadron of 
enemy bi-planes. Some convoys will also be guarded 
by anti-aircraft machinegunners stationed along 
the side of the road. During the first few missions 
the enemy planes can be easily evaded and shot 
down, but during the later missions the enemy will 
send more seasoned pilots against you. But 
remember, even an inexperienced enemy pilot will 
Incorrect Landing Procedure shoot you down if you let him get a good shot. 





Your plane will be shot down if it is hit more 
than eight times by enemy machinegun fire. The 
game is over when all of your planes have been 
destroyed. 





Correct Landing Procedure 





LOADING INSTRUCTIONS: 
ATARI® Diskette, 32K: 


1. 


o> 


Turn off the Atari and remove all ROM program 
cartridges from the left and right slots, in- 
cluding the BASIC cartridge. Do not remove the 
Operating System cartridge. 

Plug a joystick into port #1. If two people are to 
play, also plug a joystick into port #2. 

Turn on the 810 disk drive. 

Put the game disk into the disk drive. 

Turn on the Atari computer. This program is an 
Auto-boot program and will load and begin 
automatically. 


ATARI® Cassette, 16K: 


$ 


Turn off the Atari and remove all ROM car- 
tridges (see Diskette loading instructions, 
steps 1 and 2). 


. Place the cassette in the cassette player. Make 


sure the cassette is completely rewound. 


. Push the yellow START key on the right of the 


Atari keyborad and KEEP IT DOWN. 


. Turn on the Atari. It will beep once to let you 


Know it is ready to load the tape. After it has 
beeped, release the START key and press the 
PLAY button on the cassette player. 


. Press the RETURN key on the Atari keyboard. 


The cassette will begin to run and the program 
will load. 


. When the entire program is loaded, the cassette 


player will stop and the game will begin 
automatically. 


® Trademark of Warner Communications 
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IF YOU CANNOT LOAD THE PROGRAM 
1. Check your equipment carefully to be 
sure that all cables and connections are correct. 


2. Re-read the section in your computer’s 
manual that tells you how to load software. Try to 
load software again. 

3. If you can adjust the volume on your 
recorder, try different settings, both higher and 
lower. 

4. If possible, load another program from a 
tape or disk you know works on your computer. 
This will prove that your equipment works. Try 
once more to load your game. 

5. The normal reason software will not load 
is tape recorder or disk drive head misalignment. 
Your computer may be able to save and load pro- 
grams on its own recorder, but be unable to read 
software made on a different recorder for this 
reason. Be sure your recorder heads are correctly 
aligned. Your local computer store or dealer can 
help you with this. 


6. If the program still cannot be loaded, 
send the software, with a complete description of 
the problem (what type of computer you have, 
what the computer says, if anything, when you try 
to load the software or play the game, and what 
you did to try to get it to load) to: 


Avalon Hill Microcomputer Games 
4517 Harford Road 
Baltimore, Maryland 21214 


Defective software will be replaced. 


YOU NAME IT, WE GAME IT... 

The Avalon Hill Game Company is the world’s 
largest publisher of a great variety of strategy 
board games of skill. We manufacture over 150 
games; including wargames, sports strategy and 
Statistical replay games, games of power politics, 
adventure and role-playing games, as well as fan- 
tasy and science fiction games. For complete 
information with pretty pictures, write the factory 
and ask for a Complete Game Catalog. Consult 
parts list for current price. 


The Avalon Hill Game Company 
Consumer Relations 
4517 Harford Road, Baltimore, MD 21214 


QUESTIONS ON PLAY 

The clarity of these rules has been verified by 
Software Testers of Universal Microcomputer Pro- 
grammers (STUMP) and deemed “complete” in all 
facets of instruction. Please re-read them in areas 
that seem unclear at first reading. Questions on 
play can be answered by the factory only upon 
receipt of a self-addressed envelope bearing first- 
class postage. 


UNAUTHORIZED REPRODUCTION OF THIS 
GAME IN ANY FORM IS SPECIFICALLY PRO- 
HIBITED. WE CONSIDER ANY VIOLATION OF 
THIS REQUEST DETRIMENTAL TO OUR LEGAL 
RIGHT TO EXIST IN A COMPETITIVE BUSINESS 
ENVIRONMENT. 
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